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Abstract 
This paper presents three design products referred to 
as delightful companions that are intended to help peo-
ple engage in well-being practices. It also introduces 
the approach utilized to guide the design decisions dur-
ing their creation. Design delight is the name of this 
approach, which comprises six experiential qualities 
that are regarded as antecedents of delight. The objec-
tive of this paper is to introduce the approach and the 
companions, and state the two paths that have defined 
the future steps of this research. 
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CSS Concepts 
• Human-centered computing~Interaction de-
sign~Interaction design process and methods~User 
interface design  
Introduction 
Chronic conditions have become a major public crisis in 
the USA [3,5]. About 90% of the health care costs in 
the USA relate to chronic conditions [11]. Moreover, 
the majority of people have more than one chronic 
condition, being HIV one of them. One significant prob-
lem is that many patients with chronic conditions have 
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a low or no income and lack of an appropriate compu-
tational and information literacy [1]. The health inequi-
ty that these people suffer has a remarkable impact in 
their motivation and subjective well-being [7]. This sit-
uation has become the motivation for this research on 
how design products—label used here in the broad 
sense—of the everyday life support these people and 
their well-being. However, this research has a particu-
lar angle. This research investigates the connection 
between delight and these products constitution. The 
initial stage of this research focused on the application 
of a design approach referred to as design delight. This 
approach is the result of drawing on knowledge about 
delight from marketing, philosophy, design, and HCI, 
and applying interaction criticism [2] for seven years on 
different design products. This research applied design 
delight to produce three delightful companions to sup-
port well-being. This paper introduces design delight 
and the companions, and ends with a description of the 
next steps in this research.  
Design Delight 
Design delight is an approach to designing delightful 
products and experiences. Design delight comprises six 
experiential qualities [8]: engagement, surprise, liveli-
ness, cuteness, serendipity, and reassurance. Design 
delight broadly defines the user experience as a se-
quence of moments that are mostly related to one or a 
series of actions that the user aims to perform in order 
to achieve a goal or fulfill a need. In any of these mo-
ments, the user can end up feeling high pleasure and 
arousal, that is delight [9,10], as a result of experienc-
ing one or a combination of these six experiential quali-
ties. Design delight refers to the hypothetical moment 
in which engagement, surprise, liveliness, cuteness, 
serendipity, and reassurance occur in this order as the 
canonical sequence. (Fig. 1). Although such a sequence 
is unlikely to occur in actuality, design delight presents 
it as a conceptual lens for the user to envision how to 
shape the features of a product with aims to create a 
remarkable moment of the user experience due to the 
delight that it would provoke in the user. 
Engagement happens when the product gets to be at 
the center of the user’s attention, sending other stimuli 
from the environment to the periphery. The user is cap-
tivated by the product because she can quickly identify 
and comprehend the features that would allow her pro-
gress towards the action that leads to the goal of inter-
est. If this condition remains, the user remains en-
gaged in interactions with the product, and eventually 
reaches a state of flow [6]. Once engaged, surprise 
happens. The product introduces an unexpected feature 
that appears or behaves different from other similar 
features found in other products of the same design 
genre, or that is completely new or novel to the user. 
The quality of surprise aims to cause a positive disrup-
tion, meaning that although it might disrupt the user’s 
flow, it redirects the user’s attention towards the prod-
uct. After the user has been engaged or surprised, the 
features of the product may make it look like some-
thing alive, whether the features appear vibrant or 
show indication that the product is cognizant and has 
agency. These characteristics define the quality of live-
liness.  
The product shows cuteness when it appears vulnera-
ble, helpless, and somehow naïve to the user, mostly 
by alluding to an infant look and behavior. Cuteness 
urges the user to take care of it, to protect it, expecting 
that the user accept the affordances and constraints 
defined by the design of the product. Serendipity hap-
Figure 1: The six experiential quali-
ties of design delight presented in 
the form a canonical sequence. 
 
 
Figure 2: Designers critiquing prod-
uct ideas presented as sketches . 
 
 
Figure 3: Designers exploring. Dif-
ferent materials and angles for the 
body of Hey-U.  
  
pens when the user not only encounters an unexpected 
feature in the sense defined above but also discovers 
that this feature is convenient or beneficial for achiev-
ing the goal of interest. This quality is about making 
the user note the relevance of features that she had 
not considered before as these features are unusual or 
absent in the design of other products of the same gen-
re. Reassurance becomes present when the product 
alleviates the user’s uncertainty or anxiety. The user 
realizes how her previous actions has taken to that 
moment. Moreover, the user makes sense of the cur-
rent appearance and behavior of the product, having no 
doubt about whether she has proceeded correctly re-
garding the goal of interest. Further, the user can fore-
see the next steps to perform if the goal has not been 
achieved yet.  
Delightful Companions 
Delightful companions for well-being is the label given 
to products intended to support people engage in prac-
tices that can help them live a happy and flourishing 
live. In this context, design delight has been explored 
as a generative approach. Hey-U, Pilly-Eggy, and the 
Cocoa-Cheer Cookie Jar are the first outcomes of this 
exploration (Figs. 4-9). The creation of these compan-
ions relates to a research-through-design project that 
seeks to support people having chronic-conditions and 
co-morbidity. However, as design delight and the re-
search team had been recently formulated and assem-
bled, respectively, it was decided to focus the first 
stage of this project on investigating how design delight 
supports design activities, particularly, ideation, sketch-
ing, critique, and formal and material explorations.  
When these three companions were produced, the re-
search team comprised the principal investigator (PI), 
two senior researchers from social work and medicine, 
respectively, and a group of students, all of them hav-
ing a design background but from different majors, in-
cluding art and design, mechanical engineering, and 
textile design. The PI has been involved in design prac-
tice and research for more than two decades. The two 
senior investigators have a solid trajectory conducting 
community-based research. When the project started, 
the PI introduced design delight through examples 
based on existing interactive systems. The PI also pre-
sented several sketches of delightful companions. Lat-
er, the designers in the team engaged in ideation, 
sketching, and critique. Each designer came up with 
some ideas that were critiqued by the other designers, 
and based on the takeaways of the critique, the de-
signers went back to sketching (Fig. 3). This process 
was repeated three times. The designers utilized But-
ler’s six domains of self-care [4] to situate their design 
decisions and maintain certain focus, particularly, be-
cause no primary research was conducted before this 
ideation phase. The last critique session included the 
two senior researchers who gave their input as experts 
in chronic conditions and co-morbidity. Later, the de-
signers engaged in an iterative formal and material 
exploration. The designers discussed and critique the 
outcomes of this exploration as they were produced 
(Fig. 3). The three resulting companions are design 
mockups. The designers created a photographic story-
board to demonstrate their use in context. 
Hey-U is an interactive bookshelf that promotes long-
distance reading relationships and reading habits (Fig. 
4). The default position of Hey-U is to put a book on it. 
Two linked Hey-Us communicate when one of the read-
ers takes the book to read. Light patterns communicate 
the reading status on each end. Hey-U also uses its 
Figure 4: Hey-U in. its default posi-
tion as a bookshelf. 
 
 
Figure 5: Hey-U positioned vertical-
ly so that the user can communicate 
with the bookshelf . 
 
Figure 6: Pilly-Eggy cheering the 
user who has taken her medicine. 
  
lights to urge its user to read. An asynchronous com-
munication and amicable competition unfold as a result. 
Hey-U also acts like a reading companion if the user 
has no partner. Hey-U changes to this mode when the 
user changes its position to vertical (Fig. 5). The main 
goal of Hey-U is to create a feeling of belongingness in 
the user and help her improve her subjective well-being 
by developing a reading habit.  
Pilly-Eggy is an interactive pill container intended to 
support a person recently diagnosed with HIV and that 
needs to start a new medication regimen (Fig. 6). The 
user is expected to have Pilly-Eggy in a private space 
such as the bedroom or bathroom. The goal of Pilly-
Eggy is to develop an affective relationship with the 
user. By having a cute face and a series of colorful light 
patterns, Pilly-Eggy seeks to celebrate the adherence to 
the new medication regimen (Fig. 7). As a friend who 
cares, Pilly-Eggy also shows discontent when the user 
neglects taking her medication.  
The Cocoa-Cheer Cookie Jar contains oversized choco-
late sandwich cookies stuffed with vanilla cream (Fig. 
8). After the user has drawn one of the cookies from 
the jar and broken it in half, she discovers a particular 
type of content displayed on the surface of the vanilla 
cream: a photograph of the user’s beloved ones, a mo-
tivational quote from other people, or a cute face for 
the user vent his negative thoughts and feelings. More-
over, some cocoa-cheer cookies come blank for the 
user to write down something motivational or signifi-
cant to keep in mind and serendipitously come across 
later (Fig. 9).  
Next Steps 
The formal and material exploration continues as these 
mockups move closer to be prototypes ready for evalu-
ation. The shape of Hey-U has slightly changed as a 
result of integrating an Ardinuo board, a gyroscope, 
and rack of LED lights. Pilly-Eggy still requires finding a 
way to fit an arrange of LED lights that fit the cap. It is 
also necessary to produce a version made of medical 
grad plastic. There is also the plan of creating a family 
of Pilly-Eggies to make the pill containers works as a 
support team for the user. Ideally, the Pilly-Eggy of the 
user would communicate among each other. 
Concerning the focus on chronic conditions and co-
morbidity, the delightful companions are used to elicit 
information about how design products participate in 
the life of a seropositive person. When needed, the de-
lightful companions are used as examples to initiate a 
conversation and co-ideation with seropositive persons. 
The objective is to come up with a reproducible com-
panion that actually fits the everyday of seropositive 
persons.  
Therefore, the development of the companions continue 
in order to explore, reflect upon, and illustrate design 
delight. However, it is plan to evaluate a refined ver-
sion of the companions in order to gain a better under-
stand of how delightful products support well-being 
practices. On the other hand, the use of this iteration of 
the companions to elicit information from seropositive 
persons is expected to lead to a new companion that 
would be deployed and evaluated in the field.    
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